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WELCOME TO 
LOGIC WORKOUT 


LOGIC WORKOUT develops skills in logical — 
thinking and problem solving. Explanations of 
theory are illustrated with sample exercises to 
enhance your overall understanding of logic. 
Hundreds of problems challenge your mental 
ability to think in terms of angles or symbols, 
or random combinations of both. The program 
gives you a workout in the nine basic proof 
patterns of logic. If you need help as you work 
your way up to more difficult exercises, you 
can always refer back to the explanations for a 
review. Your score is recorded on the screen 
as you work. LOGIC WORKOUT helps 
students in the classroom or at home, profes- 
sionals at work, or anyone who has to think 
through the problems of everyday life. 


LOGIC WORKOUT is brought to you by Ver- 
ma Jooste and the staff at Avant-Garde. Verma 
Jooste, for many years a mathematics teacher, 
also created MATH RUN, INTRODUCTORY 
ALGEBRA, and INTERMEDIATE ALGE- 
BRA for Avant-Garde. 
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SYSTEM 
REQUIRE- 
MENTS 


GETTING 
STARTED 


INTRODUCTION 


To run LOGIC WORKOUT, you need 


Apple* II, 11+, Ie, or IIc 

48K 

The LOGIC WORKOUT disk 

One disk drive 

Monochrome monitor recommended 


*Apple is a registered trademark of Apple Computer, Inc. 
Insert the disk, label up, in the disk drive. 
Turn on the computer and monitor. 


The title screen asks you to select either D 
(for Description) or P (for Practice). 


DESCRIPTION 


If you select D, the program’s Index appears 
on the screen: 


INDEX 


1. Proof Patterns 

2. Right and Perfect Proofs 
3. Extensions 

4. Exceptions 

5. A Few Hints 

6. Return to Program 

7. Quit finally 


Which Number? 


Option | of the Index offers the program’s text 
descriptions of the proof patterns you will be 
working on. 


Type N 


for each Next page (screen) as you read. 


Options 2 through 5 focus on specific portions 
of Option 1’s full description. You'll find as 
you begin to work the problems in the Practice 
section of the program that the text descriptions 
you look over now will become more meaning- 
ful. You can refer back to them when you are 
in the Practice (exercises) part of the program. 


PRACTICE When you have finished reading the text 
descriptions, 


press any key 
to go back to the Index. 

Type 6 
for Return to Program to move on to the exer- 
cises. You can also reach the exercises from 
the title screen by typing P for Practice. 
The first practice screen asks you to select a 


mode for working the problems: 


You have the option of doing 
the exercises using Figures (F) or 
Angles (A) or Mixed (M). 


Enter Mode (Suggest F) 


If you decide to take the program’s advice and 
begin with figures, 


type F 


and an F appears in the small box on the 
right. 


After you select the mode, the rest of the 
screen fills in with options: 


_ Select from the following options: 


1 - 9 for particular Proof Patterns 


R for Random selection of Patterns 


(Pattern Number will be displayed 
in Top Right Hand and Mode in 
Top Left Hand Corner. Both can 
be changed at any time later) 


D for Documentation (To be Loaded) 
Q to Quit 
Which? 


You then select the proof pattern you’d like to 
work with, either a number from 1 to 9 or R 
for a Random selection of proof patterns. If 
you choose neither a number or R, press D to 
review the Description/Documentation or Q to 


Quit. 


If you choose a number or R, a screen similar 
to the one below appears: 


Enter the wost obvious cdechactians: 
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ANSWERING 
THE 
PROBLEMS 


The mode you’ve selected is shown in a box at 
the top left of the screen. The number of the 
proof pattern you’ve selected is shown in the 
top right corner. The problem appears in the 
center of the screen. Boxes from which you 
select the elements of your answer are shown 
in a column at the right of your screen. You 
answer by entering the numbers of the boxed 
figures. 


To change your mind and erase a partial 
answer, use the left arrow key. To “‘reject’’ the 
problem on the screen and go on to another, 
press the right arrow key. 


Signs (+, =) give you clues about how your 
answer is to be structured. You may use 
numerals as well as the boxed figures in your 
answers. 


If your answer is rigorously logical (as op- 
posed to merely right), Yes..... appears, 
and a box at the lower right of the screen 
shows the number of correct answers you’ve 
scored, followed by a slash and the number of 
problems you’ve attempted. If you’re wrong or 
merely right instead of perfectly logical, you 
see No, the correct answer, and the scorebox. 


A row of options at the very bottom of the 
screen prompts you to enter directions for your 
next problem. Enter F, A, or M for mode and 
a number from 1 to 9 or R for proof pattern. 
Then press <SPACE BAR> to go on to the 
next problem. You can change your mind 
about your option selections before you press 
the <SPACE BAR>. 


HINTS FOR 
SOLVING THE 
PROBLEMS 


If you get an answer wrong and want to 
review, don’t press the <SPACE BAR>. Type 
D to go back to the documentation and choose 
the option from the Index that deals with that 
aspect of proofs. 


In this example we’ll use letters for variables 
instead of the figures or angles featured in the 
program. The same procedures for solving the 
problems will apply regardless of whether the 
variables are letters, figures, or angles. 


We start with a problem that looks like this: 


READS 
A+C=D+E A plus C equals D plus E 
and A + F =D+G — andA plus F equals D plus G 
but Ce fe but C equals F 
?=? therefore ? equals ? 


We can break the problem down into three 
parts: 


A+C=D+E | 
wk eRe D +S Scope of Variables 
but C=F Pattern Line 

eA Unknown Variables 


For the moment, we limit our focus to the 
given variables in the area labeled Scope of 
Variables. We have a group of items related 
only in that they are on opposite sides of an 
equal sign. In our example, the item group is 
limited to A, C, D, E, F, and G. 


Once we identify the limit of variables in this 
problem set, we can look for characters that form 
a repeating group vertically. In our example, 
we have two repeating variables, A’s and D’s: 


Once we've identified these repeating 
elements, we can eliminate them from con- 
sideration as answers to the problem. We are 
now left with the equations, 


C 
F 


E and 
G 


The pattern line in this example has been iden- 
tified as 


but C = F 


If we look at the original equation (Scope of 
Variables), we can see that C and F were not 
identified there as equal, but only as being on 
the same side of the equal sign. We also 
notice that they are positioned directly above 
and below each other. The pattern is a Top- 
Down one. Note that the order in which we 
look at these variables is important. In this ex- 
ample we are able to say that C = F, but not 
that F = C. After eliminating all but two of 
the variables and by using the Top-Down pat- 
tern, we can say that E = G. 


We can extend these principles of solution to 
all of the problems in the program. 


LEAVING THE 
PROGRAM 


You can leave the program from the Index by 
pressing Q for Quit and following the exit 
screen direction to press any key. 


LIMITED WARRANTY, DISCLAIMER OF WARRANTIES, AND 
LIMITATION OF LIABILITIES 


Avant-Garde Publishing Corporation (“Avant-Garde”) warrants to the 
licensee and no other person or entity the disk on which LOGIC 
WORKOUT is recorded (but not the software nor this manual) to be 
free from defects in materials and workmanship under normal use for a 
period of 30 days after the date of original purchase. If during this 
30-day period a defect should occur, the disk may be returned with a 
copy of your dated sales receipt and a brief description of the problem 
to Avant-Garde, P.O. Box 30160, Eugene, OR 97403, for replacement 
free of charge. Your sole remedy in the event of a defect in a disk is 
limited to replacement of the disk as provided above. Any implied war- 
ranties applicable to the disk shall terminate not later than 30 days after 
the original date of purchase. If the disk has been physically damaged, 
is beyond the 30 day limit, or is not accompanied by proof of pur- 
chase, include $10.00 per disk plus $2.50 per request to cover shipping 
and handling. Please return the disk only, not the entire package. Do 
not staple or paper clip the disk. Package the disk carefully to prevent 
bending, and mark the package “Do Not X-Ray or Use Magnets.” We 
suggest that you ship via UPS, or via U.S. Postal Service with return 
receipt requested. Avant-Garde will not be responsible for disks that it 
does not receive unless you provide us with proof of your shipment and 
our receipt. 


LOGIC WORKOUT IS SOLD OR LICENSED ON AN “AS IS” 
BASIS. Except as provided above with respect to the disk, Avant-Garde 
makes no other warranty or guarantee of any kind, express or implied 
or statutory, with respect to LOGIC WORKOUT, its quality, perfor- 
mance, accuracy, merchantability, or fitness for any particular purpose; 
and assumes no responsibility or liability to the licensee or any other 
person or entity with respect to any damage caused or alleged to be 
caused by use of LOGIC WORKOUT. THE ENTIRE RISK AS TO 
THE QUALITY, SUITABILITY, ACCURACY AND PERFORMANCE 
OF LOGIC WORKOUT IS WITH THE LICENSEE. EXCEPT AS 
PROVIDED ABOVE WITH RESPECT TO THE DISK, IF LOGIC 
WORKOUT PROVES DEFECTIVE AFTER PURCHASE, THE 
LICENSEE (AND NOT AVANT-GARDE, ITS DISTRIBUTOR, ITS 
RETAIL SELLER OR OTHERS INVOLVED IN THE DEVELOP- 
MENT OF THE PRODUCT) ASSUMES THE ENTIRE COST OF 
ALL NECESSARY SERVICING, REPAIR OR CORRECTION. In no 
event will Avant-Garde be liable for direct, indirect, incidental or con- 
sequential damages resulting from any defect in LOGIC WORKOUT or 
from any particular application of LOGIC WORKOUT by the licensee 
or any other person or entity, even if Avant-Garde has been advised of 
the possibility of such damages. Some states do not allow the exclusion 
or limitation of implied warranties or liability for incidental or conse- 
quential damages, so the above limitation or exclusion may not apply to 
you. If any exclusion or limitation shall be determined by a court to be 
invalid or unenforceable, the determination shall not affect in any 
respect the validity or enforceability of remaining exclusions or limita- 
tions or of the same exclusion or limitation in different circumstances. 





